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1.1 Ruler 

You will need a ruler or tape -measure marked with 
centimetres, preferably one that is at least 60cm in 
length. All values for distances and ranges in the 
game are given in cm.  
 

 

1.2 Dice, Notations, and Calc ulations  

You will need a number of ten sided dice, 
abbreviated in these rules as d10. When you see 
d10 it means to roll 1 ten sided die. Sometimes 
you will need to add a value to the roll of a ten 
sided die. If you see d10+3, you will roll one ten 
sided di e and add +3 to the result. When the rules 
specify a roll of a d5 you roll a normal ten sided die 
and divide the result by 2 rounding up to the next 
whole number. For example, if you were rolling a 
d5 and the die came up a 9 the final d5 result 
would be a 5 (9÷2=4.5 which rounds up to a 5). 
All fractions in the game are rounded up to the 
next whole number. If directed to add a value to 
the d5 roll, the addition takes place after dividing 
the roll by two and rounding up.  
 
Many d10 come marked with the number s 0 -9. In 
this instance, the 0 is always counted as being the 
value 10.  
 

1.3 Counters 

You will need a supply of the various counters 
provided with these rules. These include Order 
counters, Status counters  and Suppression 
counters . We recommend you print one or more 
sheets  on cardstock or glue them down to light 
cardboard to give them a little more heft on the 
game board.  

 

1.4 Unit Summary Sheets  

You will need a copy of the unit summary sheet for 
each type of unit you field in your army. Complete 
refer ence sheets for all armies can be downloaded 
for free from the DRM downloads page:  
http://www.darkrealmminiatures.co.uk/downloads/
index.ph p  
 

1.5 Miniatures  

Obviously, we recommend using Dark Realm 
Miniaturesô line of models, for which these rules 
have been created. However, we recognise thereôs 
a lot of other companies out there who make good 
6mm sci - fi miniatures which could provide suitable 
proxies, so use whatever figures your ga ming 
group prefers.  
 
The rules are designed around infantry bases of 5 
figures and armoured vehicles being individually 
mounted.  
 

1.6 Playing Area and Terrain  

You will need a reasonably flat playing area for 
your games, preferably at least 6' by 4'  (180cm  x 
120cm) . Smaller playing areas can be used of 
course, but at much smaller than 4' by 4' (120cm ²)  
your games will most likely become somewhat 
cramped. Also, it is desirable to place a certain 
amount of terrain on your board to provide 
obstacles to sight a nd movement as well as to 
provide objectives for your battles. Some ideas for 
terrain include buildings, rivers, hills, woods, etc.  
 

1.7 A Copy of the Seeds of War Rule s 

And it appears youôre already reading that, so 
youôre all set! 
 

1.8 Other Materials  

The Dark Realm Miniatures  website is host to a 
range of articles in support of this rulebook, all of 
which are available free of charge. On the 
downloads page you will find Reference sheets, 
Scenarios, Army Guides, Background information 
and much more to add  depth and character to your 
battles.  
The DRM websiteôs forums provide a direct  link  to 
the game designers and will often host previews of 
both  miniatures and rules . 

1.0 WHAT YOU NEED TO PLAY 

Pre-measuring:  

Pre-measuring of movement distances and 
weapon  ranges is something which causes a  
great deal of discussion in many rule  sets. Feel 
free to play this game how you wish, but as a 
default, Pre - measuring is allowed in all  
circumstances.  In an age when races travel 
halfway across a galaxy to defend their 
borders, we believe itôs safe to assume they 
can get a pretty good grip on  basic battlefield 
distances from scanners in orbit or ground 
based range finders.  
 

http://www.darkrealmminiatures.co.uk/downloads/index.php
http://www.darkrealmminiatures.co.uk/downloads/index.php
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2.1 The Unit:  

The basic component of the game is the Unit. A 
unit is usually a single vehicle, war machine, a 
small group of infantry, or support weapons on a 
single base. Whatever its composition, the unit is 
treated as a singl e entity for the purposes of game 
play.  
 
A unit which is comprised of two or more figures 
grouped together on a single base is sometimes 
called a Stand. Players may vary this number if 
they wish. The terms Unit, S tand, and Base are 

used interchangeably in these rules, but in any 
event they always refer to a single unit.  
 

2.2 Base Sizes:  

Infantry can be mounted on any base whose total 
area is between 4cm and 9cm square. The base 
itself could be round, square, oblong  or almost any 
shape. Vehicles need not be based though players 
may certainly elect to do so.  
Vehicle bases, if used, should roughly conform to 
the outline of the vehicleôs hull. 

 

Unit Summary Sheet example  

 

 

Pax Arcadian Shock Troops 

  

Move Class Training Firing Melee Defence Armour FDV MDV Morale 

15cm Inf 7 3 2 2 2 4 4 5 

Special Abilities:  None 

Weapon Range AI/AV  Notes TAV 

PA12 Pulse Rifle 20cm  3/-  AF 6/- 

Assault weapons  base  4/5   AW 6/7 

      

2.3 Unit Summary Sheet  

Move (Mv): The unitôs movement value in cm.  
 
Class (Cl) : Units are broken down into several 
functional types or Classes. Classes include: 
infantry (Inf), soft vehicle (SftVh), armoured 
vehicle (ArmVh), fighter, heavy fighter (HvyFtr ), 
bomber (Bmb), dropship (DS)  and  war machine 
(WM).  
 
Training (T) : A unitôs Training Level rates its 
discipline, cohesiveness and general combat 
acumen. It indicates how well that unit is likely to 
perform in combat in terms of accurately 
responding to an d carrying out orders, and 
standing fast in the face of assault or determined 
fire.  
 A unitôs training level does not always represent 
actual military training in the usual sense. For 
example, some cultures may simply produce castes 
of disciplined and aggressive individuals, and some 
creatures may  by their nature  be fierce  or  

instinctive  fighters all without the benefits of actual 
military training.  
 
Firing (F) : This stat represents how proficient the 
unit is at firing their projectile weapons.  
 
Melee (M) : This stat represents how proficient the 
unit is in close in, hand -to -hand, fighti ng both as 
attackers and defenders.  
 
Defence (Def): This is a unitôs overall ability to 
avoid taking damaging fire. It potentially 
represents any number of skills, abilities, and 
characteristics, such as possessing a low profile or 
silhouette, knowing how best to use available 
cover, possessing camouflage or target jamming 
capabilities.  
 
Armour (Ar): This is the unitôs ability to shrug off 
the effects of the attacks that its defence did not 
prevent. This might represent a unit in ablative 
body armour, power ed armour, or personal force 

2.0 UNITS AND FORMATIONS 


